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ATARI' GAME PROGRAM " INSTRUCTIONS 


1. GAME PLAY 



One of two players can become ex¬ 
pert gunslingers during these 
games: 

* In one-player games (TARGET 
SHOOT), you control the move¬ 
ment ol a guntighier with the left 
Joystick Controller Practice 
target shooting with the moving 
target that appears on the 
screen, 


* In two-player games (GUN- 
SLINGER GAMES), each player 
controls the movement of a gun¬ 
slinger with a Joystick Controller, 
You score points when your gun¬ 
slinger shoots your opponent's 
gunslinger 

NOTE; In aII One and two-player 
games, bullets will ricochet off the 
upper and lower playfield boun¬ 
daries. 
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2. USING THE CONTROLLERS 



Use your Joystick Controllers with 
this ATARI* Game Program™ car¬ 
tridge, Be sure the Joystick Con¬ 
troller cables are firmly plugged in¬ 
to the CONTROLLER jacks at the 
back of your ATARI Video Computer 
System- game. For one-player 
games, use the Joystick Controller 
plugged into the LEFT CON¬ 
TROLLER jack Hold the Joystick 
with the red button to your upper 
left, toward the television screen. 
See Section 3 of your owner $ 


Move 

Right 


manual for further details. 
Move Up 



Use the Joystick Controller to; 


* Move your gunslinger on the 
screen 

* Aim and Shoot bullets from the 
gunslinger’s gun. 


Push the Joystick forward to move 
the gunslinger up the screen. Pull 
the Joystick towards you to move 
the gunslinger down the screen. To 
move the gunslinger to the left, 
move the Joystick to the left; move 
the Joystick to the right to move the 
gunslinger to the right. 



When you want to aim the gun¬ 
slinger’s gun, press the red con¬ 
troller button Hold the button down 
while you control the movement of 
the gunslinger's arm with your 
Joystick Controller. 

* Push the Joystick forward to 
raise the arm holding the gun 

* Pull the Joystick towards you to 
lower the arm holding the gun 

After you have aimed the gun, 
release the button to fire bullets. 

NOTE: The player using the left 
Joystick Controller controls the 
gunslinger on the left side of the 
screen. The player using the right 
joystick controls the right gun¬ 
slinger. 
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3. CONSOLE 

GAME SELECT SWITCH 

Use the game select switch to 
select the game number you wish 
to play. The game number changes 
at the top, left side of the screen as 
you press down the switch, 

GAME RESET SWITCH 

When you have selected the game 
number you wish to play, press 
down the game reset switch to 
play the game. 


CONTROLS 


DIFFICULTY SWITCHES 

In the a position, your bullets will 
disappear in flight if your gunslinger 
is shot before your bullets hit a 
target in the b position, your 
bullets will continue inllight even if 
your gunslinger is hit before you r 
bullet hits a target 

TV TYPE SWITCH 

Set this switch to color if you have 
a color television set. Set it (o b-w 
to play the game in black and white. 


4. GAME VARIATIONS 


There are 16 GUNSLINGER and 
TARGET SHOOTING games in this 
Game Program cartridge. Each one 
presents different variations. For a 
description of each variation, refer 
to the following code: 

Biowaway: Your bullets are more 
powerful during gunfights with 
Biowaway You can shoot away 
pieces of the protective center ob¬ 
ject — a Stage Coach, Wall or 
Cactus —— until it completely 
disappears. 


Cactus: Some gunfights and target 
shooting games occur with a Gac* 
lus in the center of the playfield. 
Bullets cannot penetrate the Cac¬ 
tus, Use the Cactus as protection 
from your opponent s shots. 
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Stage Coach: A Siage Coach 
stands between the two gun¬ 
slingers during some games. 

Bullets cannot pass through the 
Stage Coach, making it ideal for 
protection against opposing bullets. 
In some games, a series of Stage 
Coaches will move up the screen 
between you and your opponent, 


Wall: In some games, a wall is 
located between the two gun¬ 
slingers, These games also feature 
Biowaway, Use your shots to make 
a hole in the wall and aim at your 
opponent. 


Getaway: During a gunfight with 
Getaway, each gunslinger can 
move immediately after shooting 
the gun. Without Getaway, gun¬ 
slingers must wait until their bullet 
disappears off the screen or hits a 
target. 

Six Shooter: In these gunfights 
with Six Shooters, each player's 
un only has six bullets in it. 
eceive another round of ammuni¬ 
tion when BOTH players have used 
all six bullets. 

Target Shoot: The Target Shoot is 
a feature of one-player games. The 
Target bounces up and down on the 
screen while you attempt to make a 
direct hit. 
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GUNSLINGER 
Two-Hayer Games 

GAME 1 

This gunfight between two players 
features a Cactus. 

GAME 2 

Two players use the Cactus and 
Getaway to plan their gunfight 
strategy. 

GAME 3 

A Cactus and B Iowa way 
characterize this two-player gun¬ 
fight 

GAME 4 

Two gunslingers use Six Shooters 
during this gunfight, which features 
a center Cactus and Blowaway. 


GAME 5 

A center Stage Coach stands be¬ 
tween the two gunslingers during 
this game. 

GAME 6 

Players must lake special aim as a 
series of Stage Coaches move be¬ 
tween the two gunslingers 

GAME? 

This gunfight features a Stage 
Coach and. B Iowa way., 

GAMES 

A series of Stage Coaches move 
between the two gunslingers as 
they use Blowaway in their playing 
strategy. 

GAME 9 

Two gunslingers play with Six 
Shooters, Blowaway and a series of 
moving Stage Coaches between 
them 
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GAME 10 

The two gunslingers use Six 
Shooters during this gunfight, which 
features Blowaway and a center 
Wall. 

GAME 11 

Players use Getaway, Blowaway 
and a center Walt In their gun¬ 
fighting strategy. 

GAME 12 

The center Wall moves between 
the two gunslingers as they play 
with Getaway and Blowaway. 



Play field for GAMES 10, 11 & 12 


TARGET SHOOT 
One-Flayer Games 

GAME 13 

You control one gunslinger on the 
screen and score points by hitting 
the Target Shoot. A center Cactus 
is between you and the Target 
Shoot, 

GAM;E 14 

This target shooting game features 
a Target Shoot, a center Cactus 
and Blowaway. 



Play field for GAMES 13&14 
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GAME 15 

This game features the Target 
Shoot and a center StageCoach 

GAME 16 

A series ol Stage Coaches move 
between the gunslinger and the 
Target Shoot. This game also 
features Blowaway 



Play field for GAMES 1S&1G 


5. SCORING 


In one-player games, you score 
one point each time a bullet from 
your gunslinger's gun hits the 
moving target. You have 99 
seconds to score a maximum of 
ten points. The timing clock ap¬ 
pears in the upper right corner Of 
the ptayfield: the gunslinger's 
score is in the upper left corner. 

In two-player games, you score 
one point each time a bullet from 


your gunslinger's gun hits the op¬ 
posing gunslinger. When a gun¬ 
slinger is hit he wit! sit down and 
a point will appear at the top of 
the screen, The score of the gun¬ 
slinger on the left side of the 
piayfieid appears in the upper left 
corner; the right gunslinger's 
score appears in the upper right 
corner. The first player to score 
ten points wins the game. 
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GAME PROGRAM™ CARTRIDGE 
LIMITED NINETY DAY WARRANTY 


A T A Ri:, 1N c. ( ■ Alari'') warrant s 10 th « Anginal CW Su mer pure hasn't hoi y our ATARI 1 G 3 me Prog run c artr <dg e 
, $ f ree i tom an y defect s ! n m^t sm i Or wofKm&n $h ip for a pe riod a I nine! y day s f if om t he del e of P ur cha so Many 
Such defect is discovered wHnin the warranty period, Atari's sole obl igation will be to replace the cartridge 
I r ee of c ha rge on ret e i pt of 1 h e carl ri dge ^charges pr epaid. i f ma lied or sh i nped \ w i t h proof o f dale of pu reba se 
at either The retail store where (he cartridge was pore based oral on a of me ATARI Regional Service Conors 
Deled below: 


Also, IflC- 

I3H CfQseman Ave. 
Sunnyvale, CA WOW 
Atari, Inc 
540C Newport Or 
Suite 1 

Rolling Meadows, ii 60006 


Atari, inc. 

43 Belmont Dr. 
Somerset, NJ 06873 
Atari, Inc... 

2109 East Division St. 
Arlington. TX 76001 


This warranty shall not apply if the cariridge |i> has been misused or shows signs ol excessive wear; (hj has 
been damaged by being used with any products not supplied by ATARI, w (ill) nas been damaged by being 
serviced or mod If led by anypoe oi her than an ATARI Regional Service Center 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS ARE hereby LIMITED TO NINETY DAYS from the DATE OF PURCHASE CONSEQUENTIAL 
OR INCIDENTAL DAMAGES RESULTING FROM A BREACH of ANY APPLICABLE EXPRESS OR IMPLIED 
WARRANTIES ARE HEREBY EXCLUDEO. 


Some stales do not allow n ml leiions on how long an implied warranty lasts or do not allow the exclusion or 
ilmiisiion 8 of incidental or consequential damages, so the above limit alio ns or exclusions may not apply la 
you. 

Thu warranty gives you specie legal rights ana you may also have other rights which vary from slate to 
state 


A 

ATARI® 

A Wanm Cornmunical ions Company 

ATARt, INC.. Consumer Division 
PO Box 427. Sunnyvale. CA 94086 
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